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Original Research 
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ABSTRACT 
Int J Exerc Sci 5(2) : 160-169, 2012. Evidence suggests that individuals playing certain video games 
on the Nintendo Wii® (Wii) exhibit increased energy expenditure versus traditional video games, 
although little research examines non-Wii Sports/Fit games. The purpose of this study is to 
assess physiologic responses, liking, and the relative reinforcing value (RRV) of a popular, non-
Wii sports video game for the Wii relative to the same game played on a traditional, non-active 
system. Twenty-four college-aged students participated. Heart rate and oxygen consumption (V˙
O2) was assessed during rest and when playing the following games: Madden NFL 2011® for 
Playstation 2 (PS2 Madden) and the Wii (Wii Madden), and Wii Sports Boxing. The RRV was 
assessed for Wii Madden versus PS2 Madden. Analysis of variance demonstrated a main effect 
for condition (p ≤ 0.01) as V˙O2 (5.2 ± 0.2 ml·kg-1·min-1 Wii, 4.1 ± 0.1 ml·kg-1·min-1 PS2, 3.7 ± 0.1 
ml·kg-1·min-1, rest) and heart rate (89.2 ± 2.7 bpm Wii, 79.7 ± 2.5 bpm PS2, 79.1 ± 2.5 bpm, rest) 
was greater for Wii Madden than PS2 Madden and rest. Heart Rate (105.4 ± 5.3 bpm) and V˙O2 
(10.4 ml·kg-1·min-1) for Wii Sports Boxing was significantly greater than all other conditions (p ≤ 
0.003). The RRV was not significantly different between Wii Madden and PS2 Madden (p = 0.50). 
Compared to the same game on a traditional system, Wii Madden is more physiologically 
challenging and equally reinforcing. However, Wii Madden would not be categorized as 
moderate-intensity physical activity.  
 
KEY WORDS: Sedentary behavior, physical activity, caloric expenditure 
 
 
INTRODUCTION 
 
Recent survey research indicates that 65% 
of college-aged adults play video games 
daily and report spending an average of 7.5 
hours∙week-1playing video games (23, 34).  
Historically, video game play has been 
considered a sedentary activity.  It is often 
grouped together with other square-screen 
sedentary activities such as watching 
television or movies and using computers 
(25).  Participation in these sedentary 
square-screen activities is associated with a 
lack of physical activity and obesity (7, 16, 
23, 34, 36).   
 
Physically-interactive video game systems 
such as the Nintendo Wii® (Wii) have been 
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shown to increase energy expenditure over 
traditional, non-active video game systems 
(1, 17, 18, 19, 20, 24, 27, 30).  These previous 
examinations of the Wii have primarily 
examined only the Wii Sports and Wii Fit 
games (1, 17, 18, 19, 20, 24, 27, 29, 30).  Wii 
Sports Boxing (Wii Boxing), which is a 
game within Wii Sports, is the most widely 
studied Wii game and has repeatedly been 
shown to be more physiologically 
challenging than non-active video games 
for adults and children (1, 17, 18, 19, 20, 24, 
27, 29, 30).  In these previous studies, Wii 
Boxing has regularly produced a metabolic 
equivalent (MET) level (≥3.0 METs) that 
meets or exceeds the American College of 
Sports Medicine’s (ACSM) threshold for 
moderate intensity physical activity (35).  
This intensity is greater than a leisurely 
walking pace (2.5 miles·hour-1) and can 
increase energy expenditure 41% above 
resting values (1, 18, 30).  In addition to this 
elevated energy expenditure, adults and 
children have both reported greater liking 
(i.e., enjoyment) of Wii Boxing than a 
similar non-active video game and non-
overweight children were more motivated 
to play Wii Boxing than the non-active 
alternative (1, 30).   
 
The initial studies examining the Wii 
suggest that it has potential value as a 
healthier and enjoyable alternative to 
traditional non-active video games.  
However, while Wii Sports (which is 
included with the Wii system) is a popular 
game there are an increasing number of Wii 
games available for purchase.  Many of 
these other games appear less focused on 
physical activity than either Wii Sports or 
Wii Fit (which are both designed to mimic 
sport and/or exercise) and are also 
available on other traditional non-active 
video game systems.  Such games may 
therefore be less physiologically 
challenging than some of the previous 
evaluated Wii games (e.g., Wii Boxing) and 
allow for direct comparisons between 
playing a version of the game on the Wii 
and playing the same game on a non-active 
video game system. 
 
The purpose of this investigation was to 
compare the physiologic responses [heart 
rate and oxygen consumption (V˙O2)] and 
liking of a popular non-Wii Sports video 
game (i.e., Madden NFL 2011®) for the Wii 
versus the same game played on a 
traditional non-active video game system 
(i.e., Sony Playstation® 2) and the 
previously evaluated Wii Sports Boxing.  
The relative reinforcing (i.e., motivating) 
value (RRV) of Madden NFL 2011® for the 
Wii (Wii Madden) versus the same game 
for the Playstation 2 (PS2 Madden) was also 
assessed.  We hypothesized that while Wii 
Madden would be more physiologically 
challenging than PS2 Madden it would be 
less challenging than Wii Boxing and not 
intense enough to be considered moderate 
intensity physical activity.  Additionally, 
we hypothesized that participants would 
better like and be more motivated to play 
Wii Madden versus PS2 Madden due to the 
physically interactive nature (i.e., gesture-
based game play) of playing the Wii. 
 
 
METHODS 
 
Participants 
A total of 24 college-aged adults (n = 13 
males, n = 11 females) with no 
contraindications to physical activity 
participated in the study.  Participants were 
recruited using flyers that were posted 
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around campus and from a database of 
individuals who had previously contacted 
our laboratory for separate, unrelated 
studies.  Each participant read and signed 
an informed consent form.  The current 
study was approved by the Kent State 
University Institutional Review Board.   
 
Protocol 
Students came to the laboratory for a single 
visit.  After attaining informed consent, 
each participant was measured for height 
and weight using a stadiometer and 
balance beam scale, respectively (Health O 
Meter, Alsip IL, USA).  Participants then 
answered “yes” or “no” to the following 
questions pertaining to their Wii and PS2 
playing experience: “Have you ever played 
the Nintendo Wii?”, “Have you ever played 
the Playstation 2?”, “Have you ever played 
Madden NFL Football for Nintendo Wii?” 
and “Have you ever played Madden NFL 
Football for PS2?” All participants reported 
having some experience playing the Wii 
and/or PS2 gaming systems.  On the 
contrary, all participants had no previous 
experience playing Wii Madden while only 
8% of the participants reported previous 
experience playing PS2 Madden.  Due to 
the lack of experience playing the video 
games, researchers explained and 
demonstrated how to play each game for 
the Wii and PS2.  Participants then 
completed a familiarization period for a 
minimum of 5-minutes per game, during 
which they sampled the game and asked 
the researchers questions regarding game 
play.  After completing the familiarization 
periods for each game, all participants then 
rested in a seated position before 
completing the following four, 10-minute 
conditions: 
 
Resting: Participants rested in a seated 
position.  
Wii Boxing: Participants played Wii Sports 
boxing (Nintendo Co Ltd. Minami-ku 
Kyoto, Japan), while standing, on the least 
difficult setting against a computer-
controlled opponent.  
Wii Madden: Participants played Wii 
Madden NFL Football 2011 (Electronic Arts 
Inc., 2010), while standing, on the least 
difficult setting with the teams of their 
choice.  
PS2 Madden: Participants played PS2 
Madden NFL Football 2011 (Electronic Arts 
Inc., 2010), while seated, on the least 
difficult setting with the same teams chosen 
for Wii Madden.  
 
NOTE: Madden NFL Football was selected 
for inclusion in the present study as it is 
available for both gaming systems and 
because the movement required for Wii 
Madden play is not as continuous (i.e., 
longer periods of inactivity) as the 
previously evaluated Wii Boxing game.  
This allowed for the direct comparison of 
the same game played on two systems, one 
active and one sedentary and also allowed 
for the comparison between a Wii game 
shown to simulate moderate-intensity 
physical activity and a Wii game that was 
not.  
 
The resting condition was always 
completed first and the order of the three 
video game conditions was randomized 
across participants.  Throughout each 10-
minute condition, heart rate and V˙O2 were 
recorded via indirect calorimetry (Parvo 
Medics, Truemax 2400) and a telemetry 
monitor (Polar, Kempele, Finland), 
respectively.  V˙O2 was recorded as the 
average ml∙kg-1∙min-1 and L∙min-1 over each 
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10-minute condition.  V˙O2 in  ml∙kg-1∙min-1 
was used to calculate METS (3.5 ml∙kg-
1∙min-1 = 1 MET) (35).  V˙O2 in L∙min-1 was 
used to calculate energy expenditure      (V˙
O2 L∙min-1 * 4.9 kilocalories (kcals)∙L of O2-1 
= kcals∙min-1) (35).  While V˙O2 was used as 
the dependent variable for energy 
expenditure in all statistical analysis, METS 
and kcals were used to classify the intensity 
of game play (i.e., moderate-intensity 
physical activity) and to extrapolate caloric 
expenditure of game play over a period of 
time (i.e., one year).  At the completion of 
each 10-minute condition of video game 
play, participants reported their 
undifferentiated ratings of perceived 
exertion (RPE) using a validated BORG 
scale (8, 9), and also the liking of the game 
by making a mark on a 10-cm line anchored 
by “Do not like it at all” on the left and 
“Like it very much” on the right (11, 33). 
 
Following the four, 10-minute conditions, 
participants completed a computer task 
designed to assess the RRV of Wii Madden 
versus PS2 Madden.  Determining the RRV 
was accomplished by asking participants to 
perform work in the form of button presses 
on a computer mouse to earn additional 
access to Wii Madden, PS2 Madden or a 
combination of the two games.  Participants 
had the option to perform work on either of 
two separate computer screens; one screen 
was designated for Wii Madden and the 
other screen was for the PS2 Madden.  Each 
screen had three shapes that changed with 
each mouse click.  A participant would earn 
a point for a given video game when all 
three shapes matched on the screen that 
corresponded to that video game.  Each 
point earned translated into one extra 
minute of game play to the corresponding 
video game.  Participants could switch from 
working to earn points for one game to the 
alternative game as frequently as they 
wished.  The computer task was performed 
until participants earned a total of 11 points 
from which they earned 11 minutes of 
video game play.  The reinforcement 
schedule was the same for each game and 
was set to a fixed ratio (FR) of 1:1 (one point 
for one click) for the first point earned.  The 
FR level then doubled with every point 
earned thereafter for each game (complete 
FR schedule; 1, 2, 4, 8, 16, 32, 64, 128, 256, 
512, 1024).  The FR schedules for each game 
were independent in that the FR levels for 
each screen only increased if work was 
performed for the video game option on the 
computer screen.  Once a total of 11 points 
were earned, participants then played each 
video game or games for the amount of 
time they earned.  The RRV of one behavior 
versus another behavior was quantified as 
the amount of motivated responding 
(work) an individual engaged in to earn 
access to one of the two behaviors (2, 3, 31).  
The outcome measure for the RRV for the 
present study was the output maximum 
(Omax) which was defined as the maximum 
amount of responding for one minute of 
Wii Madden or PS2 Madden (6).  
Assessments of RRV have previously been 
shown to be a valid predictor of actual 
behavior and therefore may predict video 
game choice in college-aged adults (12, 13, 
14, 15, 32, 33) . 
 
After completing the video game play time 
earned from the RRV task participants were 
given a $10.00 gift certificate to a local store 
for participating in the study. 
 
Statistical analysis 
Means and measures of variability (i.e., 
standard deviation) were calculated for all 
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variables studied.  Differences in 
participant physical characteristics (height, 
weight, age) between males and females 
were assessed utilizing independent 
samples T-tests.  Gender was initially 
included as an independent variable in all 
analysis of variance (ANOVA) models used 
to examine primary dependent variables: 
heart rate, V˙O2, liking, RPE and RRV.  
However, there were no significant main or 
interaction effects of gender (p ≥ 0.07) for 
any of the analyzed dependent variables.  
Therefore, gender was removed from all 
ANOVAs and from the discussion of the 
results.  
 
Two, four condition (rest, Wii Madden, PS2 
Madden, Wii Boxing) repeated measures 
ANOVAs were utilized to examine 
differences in gross heart rate and V˙O2. 
Two additional, repeated measures 
ANOVAs were utilized to examine 
differences in the net change in heart rate 
and V˙O2 from the resting condition to the 
gaming conditions (Wii Madden, PS2 
Madden, Wii Boxing).  Two, three condition 
(Wii Madden, PS2 Madden, Wii Boxing) 
repeated measures ANOVAs were utilized 
to examine differences in liking and RPE.  
Finally, a single, two condition (Wii 
Madden & PS2 Madden) repeated 
measures ANOVA was utilized to examine 
differences in Omax.  Post-hoc analyses of 
any significant main effects of condition 
were performed utilizing T-tests with the 
Benjamini and Hochberg False Discovery 
Rate correction for multiple comparisons 
(5).  All statistical analyses were conducted 
using SPSS for Windows (version 17.0, SPSS 
Inc, Evenston, IL). 
 
 
 
RESULTS 
 
Physical Characteristics 
Participant physical characteristics are 
listed in Table 1.  Males were significantly 
older, taller and heavier than females (p ≤ 
0.03).  
 
Table 1.  Participant physical characteristics 
Variable Males (n =13) Females (n = 11) 
Age (years) 24.2 ± 2.9* 21.8 ± 1.9 
Height (cm) 179.8 ± 8.54* 163.0 ± 7.0 
Weight (kg) 86.9 ± 16.6* 69.9 ± 15.1 
Data are mean ± SD. * p ≤0.03 Significantly different 
between gender. 
 
Gross Heart Rate and V˙O2 
A significant main effect of condition (p < 
0.01) was noted for both heart rate and V˙O2 
(Table 2).  Post-hoc analysis revealed that 
while there was no significant difference in 
heart rate during the resting and PS2 
Madden conditions (p = 0.48), there was a 
significant incremental increase from those 
two conditions to the Wii Madden 
condition (p < 0.001) and from the Wii 
Madden condition to the Wii Boxing 
condition (p < 0.003).  Separate post hoc 
analysis revealed a significant incremental 
increase in V˙O2 from the resting condition 
to the PS2 madden condition (p < 0.001), 
from the PS2 Madden condition to the Wii 
Madden condition (p < 0.001), and from the 
Wii Madden condition to the Wii Boxing 
condition (p < 0.001).   
 
Net Heart Rate and V˙O2 
Resting HR and V˙O2 values were subtracted 
from gross HR and V˙O2 values for all three 
gaming conditions to determine net HR and 
V˙O2 (Table 2).  There was main effect of 
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condition (p < 0.001) for net HR and V˙O2.  
Post-hoc analysis revealed that the net 
increase in V˙O2 and HR from resting to Wii 
Boxing was significantly (p ≤ 0.003) greater 
than the net increase from resting to Wii 
Madden and resting to PS2 Madden.  The 
net increase in V˙O2 and HR from resting to 
Wii Madden was significantly (p ≤ 0.003) 
greater than the net increase from resting to 
PS2 Madden.   
 
Liking and RPE 
There was not a significant main effect of 
condition for liking (p = 0.07, Table 2).  
There was a main effect of condition for 
RPE (p < 0.001, Table 2).  Post-hoc analysis 
revealed that there was an incremental 
increase in RPE from the PS2 Madden 
condition to the Wii Madden condition (p = 
0.001) and from the Wii Madden condition 
to the Wii Boxing condition (p < 0.001). 
 
 
RRV 
There was no significant difference (p = 
0.50) in Omax between PS2 Madden (149.2 ± 
294.7 presses) and Wii Madden (216.4 ± 
377.4 presses).  
 
DISCUSSION 
 
The present study was the first that we are 
aware of to compare physiologic responses 
of a non-Wii Sports or Wii Fit game for the 
Wii to the same game for a non-active 
gaming system (PS2) and the previously 
evaluated Wii Boxing.  Heart rate, V˙O2, and 
RPE were significantly greater for Wii 
Boxing than all other conditions.  Similar to 
previous studies, Wii Boxing elicited a MET 
level (2.95 METs) that was near the 
threshold for moderate-intensity physical 
activity (1, 17, 30).  While less than Wii 
Boxing, heart rate, V˙O2, and RPE were 
significantly greater for Wii Madden than 
PS2 Madden.  Although physiologic 
Table 2. Participants’ physiological responses, liking and RPE for the resting, PS2 Madden, Wii Madden, 
and Wii Boxing conditions 
Variable Restinga PS2 Madden Wii Madden Wii Boxing 
     
Gross V˙O2 (ml·kg-1·min-1) 3.7 ± 0.1 4.1 ± 0.1
b 5.2 ± 0.2b, c 10.4 ± 0.7b, c, d 
Net V˙O2 (ml·kg-1·min-1)a - 0.4 ± 0.1 1.5 ± 0.1
c 6.7 ± 0.6c, d 
Gross heart rate (beats·min-1) 79.1 ± 2.5 79.7 ± 2.5 89.2 ± 2.7b, c 105.4 ± 5.3b, c, d 
Net heart rate (beats·min-1)a - 0.6 ± 0.8 10.1 ± 1.2c 26.3 ± 5.0c, d 
Liking (cm)a - 6.9 ± 0.5 6.4 ± 0.5 7.8 ± 0.4 
RPEa - 7.2 ± 0.3 8.3 ± 0.4c 11.3 ± 0.4c, d 
Data are mean ± SEM. p < 0.05 for all. aLiking, RPE, and net (i.e., value above resting) HR and V˙O2 were 
not assessed during the resting condition. bSignificantly different from the resting condition. 
cSignificantly different from the PS2 Madden condition. dSignificantly different from the Wii Madden 
condition. 
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responses were greater with Wii Madden 
play, the achieved MET level (1.47 METs) 
was well below the threshold for moderate-
intensity physical activity.  
 
While playing Wii Madden alone would 
not constitute moderate-intensity physical 
activity, the greater energy expenditure 
required to play, relative to PS2 Madden, 
may be of importance.  A chronically 
positive energy balance of 15 to 50 kcal·day-
1 has been shown to result in weight gain 
over time (10, 22, 26).  Therefore, making 
slight behavioral changes that result in 
increased energy expenditure may help 
prevent weight gain.  Previous research has 
noted that standing while typing can 
increase energy expenditure by 4.1 
kcal·hour-1 compared with sitting in an 
office chair while typing at a desk (4).  This 
could result in an additional 8,528 
kcal·year-1 expended for individuals who 
would type while standing versus sitting 
for 40 hours·week-1.  Based upon the 
average V˙O2 data from the present study, 
students participating in the previously 
reported average video game play of 7.5 
hours·week-1 would expend 37,087 
kcal·year-1 playing PS2 Madden compared 
with 46,472 kcal·year-1 while playing Wii 
Madden (34).  This results in a difference of 
9,385 kcal·year-1 playing Wii Madden 
versus PS2 Madden.  This difference in 
caloric expenditure could equate to a net 
metabolic cost of 2.7 pounds of body 
weight (3,500 kcal·pound-1) over a one year 
period (21).  
 
How reinforcing an individual finds a 
particular activity or behavior versus 
alternate activities or behaviors is a 
powerful predictor of actual behavior (13, 
28, 30, 32, 33).  Therefore, it is plausible to 
suggest that college student’s video game 
choices can be predicted by their 
motivation to play one game versus 
another.  Presently participants were 
equally motivated to play either Wii 
Madden or PS2 Madden.  These results are 
contrary to our hypothesis and somewhat 
different from a previous study that found 
a Wii game (Wii Boxing) to be more 
motivating than a traditional, non-active 
video game for normal-weight children but 
not overweight/obese children (30).  
Additionally, both adults and children have 
previously reported greater liking for a Wii 
game (Wii Boxing) relative to a traditional, 
non-active alternative (1, 30).  The lack of 
differences in motivation and liking in the 
present study may be due to differences in 
current methodology versus previous 
studies.  Previous studies compared the 
motivation to play and the liking of Wii 
Boxing to a different, non-active boxing 
game (Punchout!), whereas the current 
study compared a game on the Wii (Wii 
Madden) to the non-active version of the 
same video game (PS2 Madden) (1, 30).  
Furthermore, these previous studies either 
examined children or a group of adults that 
were, on average, older than the college-
aged adults examined in the present study.  
Nevertheless, because participants liked 
each game equally and were equally 
motivated to play both Wii Madden and 
PS2 Madden it is reasonable to suggest 
participants would be willing to play Wii 
Madden instead of the non-active 
alternative. 
 
While this was the first study to compare 
the energy expenditure, heart rate, liking 
and motivation for playing a non-Wii 
Sports/Fit Nintendo Wii game to the same 
game on a traditional, non-active gamming 
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system, there are limitations to this study.  
Presently, physiologic responses were 
assessed in only a single, non-Wii 
Sports/Fit game and there are many games 
available for the Wii.  Future research may 
consider examining physiologic responses 
and the motivation to play different types 
of games for the Wii (i.e., “quest” and 
“first-person shooter” games).  
Furthermore, in order to simulate a more 
realistic gaming experience, the length of 
each condition could be increased beyond 
10 minutes.  Limiting the amount of time 
for game play may have an effect on 
physiologic responses in that participants 
may not play Wii games as vigorously for a 
longer period of time.  Additionally, 
participants were required to play these 
games alone opposed to playing with a 
friend.  It is possible that the presence of a 
friend may alter energy expenditure, heart 
rate, liking and motivation when playing 
video games.  Finally, in the present study 
participants were required to stand while 
playing the Wii.  While standing during Wii 
play follows manufacturer guidelines; it is 
possible that individuals may sit while 
playing the Wii if given the option.  This 
would likely reduce the caloric expenditure 
for Wii play.  Also, resting HR and V˙O2 in 
the current study were assessed while 
participants were seated which is likely less 
than standing rest.  Therefore, future 
studies should examine the difference in 
energy expenditure while playing the Wii 
in a standing versus seated position and 
compare that to both seated and standing 
rest.      
 
In summary, playing a video game on the 
Nintendo Wii was more physiologically 
challenging than playing the same game on 
a traditional non-active gaming system.  
Assuming individuals play the Wii as 
directed (standing), the greater energy 
expenditure associated with Wii play, even 
during less intense games such as Wii 
Madden, may have positive benefits on 
preventing weight gain who play video 
games for several hours per week to play 
the active version of a game (i.e., versus 
playing on a traditional, non-active 
gamming system.  It may therefore be 
advisable for individuals Nintendo Wii) 
over a traditional, non-active version the 
game (i.e., Playstation 2).  However, while 
some Wii games (i.e., Wii Boxing) are 
intense enough to be considered moderate 
intensity physical activity other Wii games 
(i.e., Wii Madden) appear to be poor 
substitutes for traditional physical activity.  
 
ACKNOWLEDGEMENTS 
Supported by a School of Exercise Leisure 
and Sport Department Grant, Kent State 
University. 
 
REFERENCES 
 
1.  Barkley JE, Penko A. Physiologic responses, 
perceived exertion, and hedonics of playing a 
physical interactive video game relative to a 
sedentary game and treadmill walking in adults. 
Am Soc of Exer Physiol 12(3): 12-23, 2009. 
 
2.  Baum WM. Matching, undermatching, and 
overmatching in studies of choice. J Exp Anal Behav 
32(2): 269-281, 1979. 
 
3.  Baum WM. On two types of deviation from the 
matching law: bias and undermatching. J Exp Anal 
Behav 22(1): 231-242, 1974. 
 
4.  Beers EA, Roemmich JN, Epstein LH, Horvath PJ. 
Increasing passive energy expenditure during 
clerical work. Eur J Appl Physiol 103(3): 353-560, 
2008. 
 
ACTIVE VS NON-ACTIVE GAMING IN COLLEGE STUDENTS 
International Journal of Exercise Science                                                          http://www.intjexersci.com 
168 
5.  Benjamini Y, Hochberg Y. Controlling the False 
Discovery Rate: a Practical and Powerful Approach 
to Multiple Testing. J R Stat Soc 57(1): 289-300, 1995. 
 
6.  Bickel WK, Marsch LA, Carroll ME. 
Deconstructing relative reinforcing efficacy and 
situating the measures of pharmacological 
reinforcement with behavioral economics: a 
theoretical proposal. Psychopharmacol 153(1): 44-56, 
2000. 
 
7.  Boone JE, Gordon-Larsen P, Adair LS, Popkin 
BM. Screen time and physical activity during 
adolescence: longitudinal effects on obesity in young 
adulthood. Int J Behav Nutr Phys Act 4: 26, 2007. 
 
8.  Borg G. Perceived exertion as an indicator of 
somatic stress. Scand J Rehabil Med 2(2): 92-98, 1970. 
 
9.  Borg G, Hassmen P, Lagerstrom M. Perceived 
exertion related to heart rate and blood lactate 
during arm and leg exercise. Eur J Appl Physiol 
Occup Physiol 56(6): 679-685, 1987. 
 
10.  Brown WJ, Williams L, Ford JH, Ball K, Dobson 
AJ. Identifying the energy gap: magnitude and 
determinants of 5-year weight gain in midage 
women. Obes Res 13(8): 1431-1441, 2005. 
 
11.  Craig S, Goldberg J, Dietz WH. Psychosocial 
correlates of physical activity among fifth and eighth 
graders. Prev Med 25(5): 506-513, 1996. 
 
12.  Epstein LH, Carr KA, Lin H, Fletcher KD. Food 
reinforcement, energy intake, and macronutrient 
choice. Am J Clin Nutr 94(1): 12-18, 2011.  
 
13.  Epstein LH, Kilanowski CK, Consalvi AR, 
Paluch RA. Reinforcing value of physical activity as 
a determinant of child activity level. Health Psychol 
18(6): 599-603, 1999. 
 
14.  Goldfield GS, Legg C. Dietary restraint, anxiety, 
and the relative reinforcing value of snack food in 
non-obese women. Eat Behav 7(4): 323-332, 2006. 
 
15.  Goldfield GS, Lumb A. Smoking, dietary 
restraint, gender, and the relative reinforcing value 
of snack food in a large university sample. Appetite 
50(2-3): 278-289, 2008. 
 
16.  Gordon-Larsen P, Nelson MC, Popkin BM. 
Longitudinal physical activity and sedentary 
behavior trends: adolescence to adulthood. Am J 
Prev Med 27(4): 277-283, 2004. 
 
17.  Graf DL, Pratt LV, Hester CN, Short KR. Playing 
active video games increases energy expenditure in 
children. Pediatrics 124(2): 534-540, 2009. 
 
18.  Graves L, Stratton G, Ridgers ND, Cable NT. 
Energy expenditure in adolescents playing new 
generation computer games. Br J Sports Med 42(7): 
592-594, 2008. 
 
19.  Graves L, Stratton G, Ridgers ND, Cable NT. 
Comparison of energy expenditure in adolescents 
when playing new generation and sedentary 
computer games: cross sectional study. BMJ 
335(7633): 1282-1284, 2007. 
 
20.  Graves LE, Ridgers ND, Stratton G. The 
contribution of upper limb and total body 
movement to adolescents' energy expenditure whilst 
playing Nintendo Wii. Eur J Appl Physiol 104(4): 
617-623, 2008. 
 
21.  Hall KD. What is the required energy deficit per 
unit weight loss? Int J Obes (Lond) 32(3): 573-576, 
2008. 
 
22.  Hill JO, Wyatt HR, Reed GW, Peters JC. Obesity 
and the environment: where do we go from here? 
Science 299(5608): 853-855, 2003. 
 
23.  Jones S. Let the games begin: Gaming 
technology and college students: Available from: 
http://www.pewinternet.org/index.asp.  Accessed 
March 15, 2011. 
 
24.  Lanningham-Foster L, Foster RC, McCrady SK, 
Jensen TB, Mitre N, Levine JA. Activity-promoting 
video games and increased energy expenditure. J 
Pediatr 154(6): 819-823, 2009. 
 
25.  Lanningham-Foster L, Jensen TB, Foster RC, 
Redmond AB, Walker BA, Heinz D, Levine JA. 
Energy expenditure of sedentary screen time 
compared with active screen time for children. 
Pediatrics 118(6): 1831-1835, 2006. 
 
26.  Levitsky DA, Halbmaier CA, Mrdjenovic G. The 
freshman weight gain: a model for the study of the 
ACTIVE VS NON-ACTIVE GAMING IN COLLEGE STUDENTS 
International Journal of Exercise Science                                                          http://www.intjexersci.com 
169 
epidemic of obesity. Int J Obes Relat Metab Disord 
28(11): 1435-1442, 2004. 
 
27.  Miyachi M, Yamamoto K, Ohkawara K, Tanaka 
S. METs in adults while playing active video games: 
a metabolic chamber study. Med Sci Sports Exerc 
42(6): 1149-53, 2010. 
 
28.  Murphy JG, MacKillop J. Relative reinforcing 
efficacy of alcohol among college student drinkers. 
Exp Clin Psychopharmacol 14(2): 219-227, 2006. 
 
29.  Pasch M, Berthouze N, van Dijk EMAG, Nijholt 
A. Motivations, Strategies, and Movement Patterns 
of Video Gamers Playing Nintendo Wii Boxing, in 
Facial and Bodily Expressions for Control and 
Adaptation of Games (ECAG 2008). Centre for 
Telematics and Information Technology, University 
of Twente: Amsterdam, the Netherlands, 2008. 
 
30.  Penko AL, Barkley JE. Motivation and 
physiologic responses of playing a physically 
interactive video game relative to a sedentary 
alternative in children. Ann Behav Med 39(2): 162-
169, 2010. 
 
31.  Pierce WD, Epling WF. Choice, matching, and 
human behavior: A review of the literature. Behav 
Anal 6(1): 57-76, 1983. 
 
32.  Raynor HA, Epstein LH. The relative-reinforcing 
value of food under differing levels of food 
deprivation and restriction. Appetite 40(1): 15-24, 
2003. 
 
33.  Roemmich JN, Barkley JE, Lobarinas CL, Foster 
JH, White TM, Epstein LH. Association of liking and 
reinforcing value with children's physical activity. 
Physiol Behav 93(4-5): 1011-1018, 2008. 
 
34.  Swing EL, Gentile DA, Anderson CA, Walsh 
DA. Television and video game exposure and the 
development of attention problems. Pediatrics 
126(2): 214-221, 2010.  
 
35.  Thompson WR. ACSM’s guidelines for exercise 
testing and prescription: 8th ed. American College of 
Sports Medicine. Lippincott Williams and Wilkins: 
Baltimore, 2010. 
 
36.  Vandewater EA, Shim MS, Caplovitz AG. 
Linking obesity and activity level with children's 
television and video game use. J Adolesc 27(1): 71-
85, 2004. 
 
